
Weekly Report

Lu Junhua

2016c 6� 6F

Done

• Finished code assignments of applied maths in CS, wrote a report for all the algorithms and

implementations; translated a CVPR paper, which elaborates a k-means algorithm that utilizes

triangle inequality to reduce distance calculation.

• Split the patent into different parts. The model and visualization part were finished. The workflow

part or system architecture part will be done next week.

• Read some papers and browse for materials regarding game data.

To do

• Begin review the VINCI paper.

• Finish another patent.

• Read five more papers.

• Write essays and prepare for final exams of several courses.
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